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OTHERWORLDLY PATRONS 


At Ist level, a warlock gains the Otherworldly Patron feature. 
This supplement has been designed to be an exotic, story 
driven and different patron to the list of Patrons a warlock 
can access, in addition to those offered in Xanathar's Guide 
and the Players Handbook. 


THE TIMEKEEPER 

Between the twisting planes, alternate real 
locations in the world, there is one natural law that governs 
them all - the flowing river of time itself. Slipping between 
dimensions and planes of existence, time continues forward; 
an unmoving, unflinching force that drives the very nature of 
the multiverse. It is atop this gentle flow that Timekeepers 
rest, drifting along the timestream on clockwork vessels and 
picking clean any that find their way into their mystic domain. 
A Timekeeper is neither good, nor evil, but an entity born to 
serve the valleys of time, keeping the waters clean and 
unclogged of distortions, so it may continue to flow true and 
unhindered. 

You have spent many years studying the theories 
surrounding these strange beings, and have even gone so far 
as to successfully bind yourself to one of them. Your pact with 
a creature devoid of the general mortal comprehension of 
right or wrong has left you capable of seeing the world from a 
different perspective; one of balance, and order than 
stretches infinitely through the multiverse. Being connected 
to timestream can cause changes in your behaviour and 
beliefs. You might find yourself driven to destroy wizards who 
use time altering spells, hunt down legendary artefacts 
capable of divining the future, or to protect innocents whose 
deaths would otherwise cause dramatic changes to their 
family's expected timeline. 


EXPANDED SPELL LIST 

The Timekeeper lets you choose from an expanded list of 
spells when you learn a warlock spell The following spells 
are added to the warlock spell list for you. 


TIMEKEEPER EXPANDED SPELLS 
Spell Level Spells 


Ist Sanctuary, Zephyr Strike 

2nd See Invisibility, Silence 

3rd Haste, Slow 

4th Locate Creature, Freedom of Movement 
5th Steel Wind Strike, Far Step 


GUARDIAN OF TIME 
At 1st level, your movements become harder to predict as you 
slip back and forth through the past, present and future 
simultaneously, When you would be hit by an attack, you can 
spend your reaction to quickly step backwards or forwards 
through time for a moment. Until the start of your next turn, 
you have a +2 bonus to AC, including against the triggering 
attack, and any other attack rolls made against you have 
disadvantage. 

You can't use this feature again until you finish a short or 
long rest. 
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CHRONOMANCY DABBLER 
Starting at 6th level, whenever you damage a creature with a 
cantrip, weapon or spell, you can expend а Ist-evel warlock 
spell slot to attempt to lock that creature in a bubble of time. 
The creature must succeed on a Charisma saving throw or 
become afflicted with one of the following effects for 1 
minute, chosen by you. An afflicted creature can retry the 
saving throw at the end of their following turns, ending the 
effect on a success. 


• The creature's movement speed is halved and it takes a -2 
penalty to its AC. 

* The creature can't use reactions, and it suffers а -2 penalty 
to Dexterity saving throws. 

e On its turn, the creature can use an action ог a bonus 
action, but not both. 

* Ifthe creature attempts to cast a spell with a casting time 
of 1 action, roll a 420. On a 11 or higher, the spell doesn't 
take effect until the creature's next turn. 

* The creature can't make more than one melee or ranged 
attack during its turn, regardless of abilities or magic 
items. 


When you activate this feature using a spell slot of a higher 
level than 1st, the number of different effects you can apply 
increases. You can apply 2 effects using a 3rd level slot, or 3 
effects with a 5th level slot. 


‘TIMEKEEPER'S PROTECTION 

At 10th level your connection to the timestream grants you a 
protective boon. You gain proficiency with Dexterity saving 
throws, immunity to the frightened condition, and can't be 
magically aged. 


TIME MANIPULATION 

Starting at 14th level, you gain the full blessings of your 
timekeeper patron, who grants you the ability to manipulate 
time surrounding other beings. As an action, you can attempt 
to rapidly age and decay a creature you can see within 30 feet 
of you. That creature must succeed on a Charisma saving 
throw or become unable to regain hit points for 1 minute, 
taking necrotic damage equal to your Charisma modifier at 
the start of each of its turns. The affected creature can 
attempt this saving throw again at the end of each of it's 
turns, taking 2d6 necrotic damage on a failed save, or ending 
the effect on a success. 


If any of this damage would reduce the affected creature to 
0 hit points, it's body disintegrates into dust, leaving behind 
any items it was wearing or carrying. The creature can then 


only be revived by use of True Resurrection or the Wish spell 
Once you use this feature, you can't do so again until you 
finish a short or long rest. 


ELDRITCH INVOGATIONS 


At 2nd level, a warlock gains the Eldritch Invocations feature. 
Here are new options for that feature, in addition to 

the options in the Player's Handbook and Xanathar's 
Guide. 

If an eldritch invocation has a prerequisite, you must meet 
it to learn the invocation. You can learn the invocation 

at the same time that you meet its prerequisite. A level 
prerequisite refers to your level in this class. 
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EYES OF THE TIMEKEEPER 
Prerequisite: 15th level, Timekeeper Patron 
You gain truesight out to 15 feet. 


INVIGORATING BLAST 

Prerequisite: 5th level, Timekeeper Patron, Pact of the Tome 
When you hit a creature with eldritch blast you can grant 
them temporary hit points instead of dealing damage. The 
creature gains 144 hit points per beam. These temporary hit 
points last for 1 minute. 


AGING BLAST 
Prequisite: Timekeeper Patron 
When you hit a creature with eldritch blast, instead of dealing 
damage, you can reduce the creature's AC by 1 until 
the start of your next turn. 


AEONS OF ENFEEBLEMENT 

Prerequisites: 9th level, Timekeeper Patron 

You can cast Contagion once using a warlock spell slot. You 
can't do so again until you finish a long rest. 


BANEFUL REBUKE 
Prerequisite: 9th level 
When you are damaged by a creature within 30 feet of you, 
you can expend your reaction to force that creature to make 
a Constitution saving throw. It takes 3d8 necrotic damage 
on a failed save and is blinded until the start of your next 
turn, or half as much damage 
and isn't blinded on a successful one. 


TIME BLADE 

requisites: 5th level Timekeeper Patron, Pact of the Blade 

When you use the Attack action using your pact weapon, you 

can speed up time around you to make one additional attack 
with it as a bonus action. You must complete a short or 

long rest before you can do so again. 


CLOCKWORK SERVANT 

Prerequisites: 5th level Timekeeper Patron, Pact of the 
Chain 

You can summon your pact familiar as an Animated Armor, 
and it's intelligence increases to 6. 
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